L Number 


Hits 


Search Text 


DB 


Time stamp 


l 


//yoo 


airecqo ana pomt$i ana positional ana ^arrang^D or 
assign$5) and determin$6 and object$l and display$l and 
operat$3 and mov$5 and fbrm$5 and tim$3 


I IQDAT* 
UOr A I , 

US-PGPUB; 
EPO; JPO; 

nFRWFNT- 
IBM TDB 


?nm/i 1 it* 11 'en 


2 


9952 


(direct$5 and point$l and position$l and (arrang$6 or 
assign$5) and determin$6 and object$l and display$l and 

Upcidupj dllU IMUV.p3 ClIIU IUllll.p3 dllU Ulll.p.jj dllU ljdlll.pJ 


USPAT 


2003/11/23 21:52 


3 


1353 


((direct$5 and point$l and position$l and (arrang$6 or 
assign$5) and determin$6 and object$l and display$l and 
operat$3 and mov$5 and form$5 and tim$3) and gam$3) 
and (circle or circular) and radi$3 and diameter 


USPAT 


2003/11/23 21:52 


4 


on -? 


^^unci*up3 di iu puiiiupi diiu puaiuui i.px diiu ^diidiiyzpo ur 

assign$5) and determin$6 and object$l and display$l and 
operat$3 and mov$5 and fbrm$5 and tim$3) and gam$3) 
and (circle or circular) and radi$3 and diameter) and 
display$l and image$l and screen$l 


VJOrM 1 




5 


510 


((((direct$5 and point$l and position$l and (arrang$6 or 

Accinn<fc t i^ AnH Hpt"prmin<fcfi AnH nhipr1"*t1 AnH HicnlA\/<fc1 AnH 
aaoiyi j j di iu uclci 1 1 in i^>u diiu uujcll^>x diiu uia|jidy^>j. diiu 

operat$3 and mov$5 and form$5 and tim$3) and gam$3) 
and (circle or circular) and radi$3 and diameter) and 
display$l and image$l and screen$l) and (crowd$l or 
group$l or player$l) 


USPAT 


2003/11/23 21:53 


6 


4 


((((direct$5 and point$l and position$l and (arrang$6 or 

Accinn<fc*^ AnH Hot"ormin<fcfi AnH nhiw+<fc1 AnH HicnlAv<fc1 AnH 
dboiyii.p3j di iu uclci 1 1 ill i«po diiu uujciA.pl di iu uibpiay.pl diiu 

operat$3 and mov$5 and form$5 and tim$3) and gam$3) 
and (circle or circular) and radi$3 and diameter) and 
display$l and image$l and screen$l) and (crowd$l and 
group$l and player$l) 


USPAT 


2003/11/23 21:54 




Z 


{ DZoyDZ4 J.rlM. 


1 IQDAT- 
Uor A 1 , 

US-PGPUB; 
EPO; JPO; 
DERWENT; 
IBMJTJB 


ZUUJ/11/ZU l/.J/ 






mov^D ana ^crowa^i or groups lj 


1 1CDAT* 
UbrAI , 

US-PGPUB; 
EPO; JPO; 
DERWENT; 
IBM_TDB 


■5nn7/11/*)1 HA-4Q 






movijo ana ^crowaq>i or group$ij ana iproccsszpj or 
computer) and (arrang$6 or assign$5) and rule$l 


1 ICDAX- 
Uor A 1 f 

US-PGPUB; 
EPO; JPO; 
DERWENT; 
IBMJDB 


ZUUO/xl/Zl Uo.Dl 




7C1 "5*5 


(mov$3 ana (crowaipi or groups ij ana iprocess^j or 
computer) and (arrang$6 or assign$5) and rule$l) and 
direct$4 


1 ICDAT- 

US-PGPUB; 
EPO; JPO; 
DERWENT; 
IBM_TDB 


onm/11/01 




imcin 

ou/yu 


((mov$5 and (crowd$l or group$l) and (process$3 or 
computer) and (arrang$6 or assign$5) and rule$l) and 
direct$4) and point$l 


1 ICDAT- 

US-PGPUB; 
EPO; JPO; 
DERWENT; 
IBM_TDB 


ZUUo/ll/Zl Uo.DZ 




ZjOZt 


^^mov!pD ana ^crowaipi or groups ij ana ^process^>j or 
computer) and (arrang$6 or assign$5) and rule$l) and 
direct$4) and point$l) and position$l 


1 IQDAT* 

US-PGPUB; 
EPO; JPO; 
DERWENT; 
IBM TDB 


inm/ii/oi nR'^9 

ZUUJ/11/Z1 UO. DZ 



Search History 11/23/03 10:02:30 PM Page 1 
C:\APPS\EASAWorkspaces\09881275.wsp 







miiiiuv^o diiu ^uuwuf i ur yruu|J.pi j aiiu ^iulcdo^ j ui 

computer) and (arrang$6 or assign$5) and rule$l) and 
direct$4) and point$l) and position$l) and destination$l 


USPAT- 

US-PGPUB; 
EPO; JPO; 
DERWENT; 
IBM_TDB 






170A14Q 


uiojJiay^i ur iiiiayc.pi ui 3Liccn.pi 


ij cp AT 
US-PGPUB; 
EPO; JPO; 
DERWENT; 
IBM_TDB 


?on^/ii/?i nfi*s4 




iJOJ 


iuibuiay.pl ur iiiiayc.pl ur oL.fCCM.pij ctnu ^^^\iiiuv,pj aiiu 

(crowd$l or group$l) and (process$3 or computer) and 
(arrang$6 or assign$5) and rule$l) and direct$4) and 
point$l) and position$l) and destination$l) 


1 KPAT 
UJrn 1 f 

US-PGPUB; 
EPO; JPO; 
DERWENT; 
IBM_TDB 


9nn^/i 1 /7i nfi'Ss 




171 1 
O/ 11 


/YHicnla\/<t 1 nr* imanot 1 nr cfroprnfc^ anrl ( ( ( ( ( tt\r\\t^t^ anH 

^uibuidy.pi ur iuidyc.pi ur birccM,pij diiu miiiMuv.p3 diiu 

(crowd$l or group$l) and (process$3 or computer) and 
(arrang$6 or assign$5) and rule$l) and direct$4) and 
point$l) and position$l) and destination$l)) and mode 


1 ISP AT* 

US-PGPUB; 
EPO; JPO; 
DERWENT; 
IBM_TDB 


9nn^/i i /71 nfi*sfi 




1678 

JO/ o 


^^uio|Jiciy 4> i ui uiiayc^x ui 9uccii^>xj aiiu ai ivj 

(crowd$l or group$l) and (process$3 or computer) and 
(arrang$6 or assign$5) and rule$l) and direct$4) and 
point$l) and position$l) and destination$l)) and mode) and 
determin$6 


USPAT' 

UJrn 1 / 

US-PGPUB; 
EPO; JPO; 
DERWENT; 
IBM_TDB 


9001/1 1/91 08-58 




107 


f ffY HiQnta\/<fc1 nr imanp<fc1 nr crrppntl^ anrl fYfYfmn\/ < fcS anH 

(crowd$l or group$l) and (process$3 or computer) and 
(arrang$6 or assign$5) and rule$l) and direct$4) and 
point$l) and position$l) and destination$l)) and mode) and 
determin$6) and virtual adj (space$l or object$l) 


USPAT' 
US-PGPUB; 
EPO; JPO; 
DERWENT; 
IBM TDB 


2003/11/21 09-16 

£V/UJ/ U7ilU 




1 


(((((display$l or image$l or screen$l) and (((((mov$5 and 

frrnwHtl nr nrnnn<fe1^ anH fnrnrpQ^tl nr rnmniifpr^ and 

(arrang$6 or assign$5) and rule$l) and direct$4) and 
point$l) and position$l) and destination$l)) and mode) and 
determin$6) and virtual adj (space$l or object$l)) and 
706/47.ccls. 


USPAT; 
US-PGPUB' 
EPO; JPO; 
DERWENT; 
IBM_TDB 


2003/11/21 08:59 




1795 


fYfYHtanlavtl nr imanp^l nr ^rrppntl^ and (((((mnvQ* 1 * anrl 

(crowd$l or group$l) and (process$3 or computer) and 
(arrang$6 or assign$5) and rule$l) and direct$4) and 
point$l) and position$l) and destination$l)) and mode) and 
determin$6) and virtual 


USPAT* 
US-PGPUB; 
EPO; JPO; 
DERWENT; 
IBM.TDB 


2003/11/21 09-17 




1262 


/YfYfHiQnlav<fc1 nr imanp4;1 nr cirrppntl^ anH frYfYmovt 1 * and 

(crowd$l or group$l) and (process$3 or computer) and 
(arrang$6 or assign$5) and rule$l) and direct$4) and 
point$l) and position$l) and destination$l)) and mode) and 
determin$6) and virtual) and character$l 


USPAT' 

WJrn 1 i 

US-PGPUB; 
EPO; JPO; 
DERWENT; 
IBM_TDB 


2003/11/21 09*18 

U^ilU 




117? 


fYf f fYHKnlavtl nr imanptl nr Qrrppn<t1^ and fYffYmnvfc*? anH 

^^^^uiouiay -p x ui niiayc^>x ui 9i*iGdi^>xj qiiu iiuv^>j aiiu 

(crowd$l or group$l) and (process$3 or computer) and 
(arrang$6 or assign$5) and rule$l) and direct$4) and 
point$l) and position$l) and destination$l)) and mode) and 
determin$6) and virtual) and character$l) and individual$l 


USPAT* 
US-PGPUB; 
EPO; JPO; 
DERWENT; 
IBM.TDB 


2003/11/21 09-18 




474 


(((((((display$l or image$l or screen$l) and (((((mov$5 

anH frrnwHtl nr nrnuntl^ anH fnrnjrfKWfcl nr rnmnufpr^ anH 

at iu uvvu^i ui yiuuufxy aiiu \yf* utcwf j ui \*uni|juid j aiiu 

(arrang$6 or assign$5) and rule$l) and direct$4) and 
point$l) and position$l) and destination$l)) and mode) and 
determin$6) and virtual) and character$l) and individual$l) 
and gam$3 


USPAT; 
US-PGPUB* 
EPO; JPO; 
DERWENT; 
IBMJTJB 


2003/11/21 09:19 




171 


461/17 rrk 

"UJ/ 0 1 


UJrn 1 / 

US-PGPUB; 
EPO; JPO; 
DERWENT; 
IBM TDB 


2001/1 1/21 11 -58 
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*>nn 


4fi7/^ft rrlc 


USPAT- 

US-PGPUB; 
EPO; JPO; 
DERWENT; 
IBMJDB 


2003/11/21 i7-nn 

£.\J\J^/( Xl/Cl l^.UU 




HO 


4A7/77 rrlc anH mlp<t1 
tOj/ J/.LLIb. dllU ruic-px 


l I^PAT- 

US-PGPUB; 
EPO; JPO; 
DERWENT; 
IBMJDB 


2003/11/71 17*01 




4fi 


4fi7/^7 rrlc and ml*£7 


USPAT* 
US-PGPUB; 
EPO; JPO; 
DERWENT; 
IBM_TDB 


2003/11/71 1701 




1 9 


4fi'*/'}ft rrlc and nil*? 


1 ISPAT- 

US-PGPUB; 
EPO; JPO; 
DERWENT; 
IBMJDB 


5003/11/71 17-01 

£.\J\JJf XX/ £.1. ±£..\J± 






4fi^/^7 rrlc and frrn\Afd<fc1^ 
TrOJ/ J/ .i,Llb. dllU I lJUVVU.pl J 


US-PGPUB; 
EPO; JPO; 
DERWENT; 
IBMJTJB 


2003/11/71 17-55 




n 
u 


4fi^/^fl rrlc and /rrniA/d<fc1 ^ 


ll^PAT- 

US-PGPUB; 
EPO; JPO; 
DERWENT; 
IBM_TDB 


2003/11/71 17*56 

LWJ/ iL.JU 




RQ 


4fi^/^7 rrlc 3nH fnrnnn<fc1^ 

tDj/ J/.CCI5. ana ^yruup^pjj 


1 ISPAT' 

US-PGPUB; 
EPO; JPO; 
DERWENT; 
IBMJDB 


2003/11/21 13-05 






4fi^/^W rrlc and fnrr\un<fc1^ 

tDO/ oo.LLib. diiu iyruup.pxj 


1 ISPAT- 

UJrn 1 f 

US-PGPUB; 
EPO' JPO" 
DERWENT; 
IBMJDB 


2003/11/21 13-05 

LUUJ/ ll/Ll X<JiV/h^ 




7 


(4357014 4391444 4462594 4126851 6110215 6227973 
"6544125").pn. 


USPAT 


2003/11/23 15:26 




0 


f(4157014 41Q1444 4467594 4126851 6110215 
6227973, "6544125").pn.) and game$ and (crowd$l or 
group$l) and virtual and mov$5 


USPAT 


2003/11/23 15 28 




7 
# 


(74357014 4391444 4462594 4126851 6110215 
6227973, "6544125").pn.) and game$ 


USPAT 


2003/11/23 15:28 


- 


3 


(((4357014, 4391444, 4462594, 4126851, 6110215, 
fi977Q7^ "fi^441 nn ^ and namp^^ and frrnwrRI nr 

group$l) 


USPAT 


2003/11/23 15:29 


- 


2 


((((4357014, 4391444, 4462594, 4126851, 6110215, 
6977Q7^ "6 I i441 75"^ nn ^ and namp^^ and nlavprO and 

team 


USPAT 


2003/11/23 15:31 


- 


5 


((((4357014, 4391444, 4462594, 4126851, 6110215, 
fi777Q77 "6^441 9R'^ nn ^ and namp<fc^ and nlavprO and 

rule$l 


USPAT 


2003/11/23 15:32 


- 


1 


((((4357014, 4391444, 4462594, 4126851, 6110215, 
6227973 "6544125" , 1 nn 1 and darned and Dlavers^ and 
virtual 


USPAT 


2003/11/23 15:32 




6 


((((4357014, 4391444, 4462594, 4126851, 6110215, 
6227973, n 6544125").pn.) and game$) and players) and 
simulat$3 


USPAT 


2003/11/23 15:33 
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7 


(((4357014 4391444 4462594 4126851 6110215 
6227973, "6544125").pn.) and game$) and players 


USPAT 


2003/11/23 15-41 


- 


1 


((((4357014, 4391444, 4462594, 4126851, 6110215, 
6227973 "6544125"^ Dn ^ and aame$^ and olavers^ and 
destination$l 


USPAT 


2003/11/23 15:42 


- 


7 


((((4357014, 4391444, 4462594, 4126851, 6110215, 
6227973 "6544125"^ on ) and aame$} and Dlavers^ and 
direct$4 


USPAT 


2003/11/23 15:43 


- 


7 


((((4357014, 4391444, 4462594, 4126851, 6110215, 
6227973 "6544125"^ on ^ and aame$} and olaversl and 
direct$5 


USPAT 


2003/11/23 15:43 


- 


7 


((((4357014, 4391444, 4462594, 4126851, 6110215, 
6227973 "6544125"^ on ^ and aame$^ and Dlavers'i and 
point$l 


USPAT 


2003/11/23 15:44 


- 


7 


((((4357014, 4391444, 4462594, 4126851, 6110215, 
6227973 "6544125"^ nn ^ and name*^ and nlaverO and 

\jC£. / / -j f \J-J i iIlj j.ytw.j ui iu ycii i ic^> y ui iu fjiaydoy ai IU 

position$l 


USPAT 


2003/11/23 15:45 


- 


7 


((((4357014, 4391444, 4462594, 4126851, 6110215, 
6227973 "6544125"^ nn ^ and nameO and nlavers^ and 

\j£.£./^/>jf ujn ±£.*j j,yt\\,j ui iu ycii i icy y uiiu yjioy^toj uiiu 

(arrang$6 or assign$5) 


USPAT 


2003/11/23 15:46 


- 


7 


((((4357014, 4391444, 4462594, 4126851, 6110215, 
6227973 "6544125"^ on ^ and aame$^ and Dlavers^ and 

\j c~c~ t j / i ■ x it yjt i • y uiiu ^ui 1 1 y ui iu |/iu j v*i & j ui iu 

determin$6 


USPAT 


2003/11/23 15:48 


- 


7 


((((4357014, 4391444, 4462594, 4126851, 6110215, 

\j£.£./y / O f OjxtI^j J.JJH.J diiu ljdllic.py diiu pidyeioj aiiu 

object$l 


USPAT 


2003/11/23 15:49 


- 


3 


((((4357014, 4391444, 4462594, 4126851, 6110215, 
6227973 "6544125" , 1 on ^ and aamei^ and Dlavers^ and 

i i <*j i \j *j i i x^><s y * 1 1 > y ui iu yui i y uiiu |*mu , v^i <j y ui iu 

mode 


USPAT 


2003/11/23 15:49 


- 


7 


((((4357014, 4391444, 4462594, 4126851, 6110215, 
6227973 "6544125'M Dn } and aarne^ and Dlavers^ and 

\Jt-C- / .7 / <j , v J i iIlj y * |Ji !• y ui iu ucji i y ui iu |>/iu y wi <J y hi iu 

display$l 


USPAT 


2003/11/23 15:50 


- 


6 


((((4357014, 4391444, 4462594, 4126851, 6110215, 
6227973 "6544125"^ nn ^ and namei^ and nlavers^ and 

\j£.£./?/+jf \J *J ii i.t-*J j.yjii.j ui iu y ui i iw.py ui iu yjiay^toj uiiu 

image$l 


USPAT 


2003/11/23 15:50 


- 


5 


((((4357014, 4391444, 4462594, 4126851, 6110215, 
6227973 "6544125"^ nn ^ and aamei^ and Dlavers^ and 

\J(L.£~ i J 1 *J j i i l^J j %yJ\ \% J ul IU UQIII^ify ul IU |~MCJ y v_.l j J ul IU 

screen$l 


USPAT 


2003/11/23 15:51 


- 


7 


((((4357014, 4391444, 4462594, 4126851, 6110215, 
6227973 "65441 25 M, i on ^ and name!&l and nlavers^ and 

\j£.£./j/<jf \j<j~~±£.ij y.jJii.y ui iu y ui i icpy ai iu |jiay^ioy uiiu 

operat$3 


USPAT 


2003/11/23 15:52 


- 


2 


((((4357014, 4391444, 4462594, 4126851, 6110215, 

6227973 "6S441 2 C »"^ nn ^ and namp<fc^ and nlavprO and 
\j£.£.fj/<jf uj ii x jiiJii,] ai iu yen i ic^>y ai iu jjiciyci oy aiiu 

independen$2 


USPAT 


2003/11/23 15:53 


- 


7 


((((4357014, 4391444, 4462594, 4126851, 6110215, 
6227973 "6544125"^ nn ^ and nameO and nlavers 1 ! and 

\j£.£.fs/*jf \J*J ii x j.yju. j ui iu y ui i ic^>y uiiu (Jiayti ay uiiu 

mov$5 


USPAT 


2003/11/23 15:53 


- 


3 


((((4357014, 4391444, 4462594, 4126851, 6110215, 
6227973 "65441 25 M, i nn ^ and Qame^ and nlavers 1 ! and 

\j£.£. t j / *j t uj i "liJ y.pii.y aiiu yaiiic^>y aiiu \Jiay\z\oj ai iu 

character$l 


USPAT 


2003/11/23 15:54 


- 


4 


((((4357014, 4391444, 4462594, 4126851, 6110215, 
6227973 "65441 25 M, i nn and nampO and nlavprO and 

\j£.£./j/'jf y.pii.y uiiu yaiiic^>y uiiu fjiaycioy ui iu 

individual$l 


USPAT 


2003/11/23 15:56 


- 


2 


((((4357014, 4391444, 4462594, 4126851, 6110215, 

ojTtiij y.pn.y aiiu ydiiic.pj diiu |Jidycrby dllU 

enem$3 


USPAT 


2003/11/23 15:57 


- 


1 


((((4357014, 4391444, 4462594, 4126851, 6110215, 
6227Q73 "65441 25 n, i nn ^ anrl namp* 1 ! anri nlavprQ^ anH 

chase 


USPAT 


2003/11/23 15:57 




0 


((((4357014, 4391444, 4462594, 4126851, 6110215, 
6227973, "6544125 M ).pn.) and game$) and players) and 
search 


USPAT 


2003/11/23 15:57 
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1 
1 




c 

D 




A 
i 




7 




2 


- 


7 


- 


5 


- 


4 


- 


3 


- 


2 


- 


1 




1 




1 



((((4357014, 4391444, 4462594, 4126851, 6110215, 
6227973, "6544125").pn.) and game$) and players) and 
presen$2 

((((4357014, 4391444, 4462594, 4126851, 6110215, 
6227973, "6544125").pn.) and game$) and players) and 
area 

((((4357014, 4391444, 4462594, 4126851, 6110215, 
6227973, "6544125").pn.) and game$) and players) and 
rang$2 

((((4357014, 4391444, 4462594, 4126851, 6110215, 
6227973, "6544125").pn.) and game$) and players) and 
form$5 

((((4357014, 4391444, 4462594, 4126851, 6110215, 
6227973, "6544125").pn.) and game$) and players) and 
circle$l 

((((4357014, 4391444, 4462594, 4126851, 6110215, 
6227973, u 6544125").pn.) and game$) and players) and 
direct$5 and point$l and position$l and (arrang$6 or 
assign$5) and determin$6 and object$l and display$l and 
operat$3 and mov$5 and fbrm$5 
(((((4357014, 4391444, 4462594, 4126851, 6110215, 
6227973, "6544125").pn.) and game$) and players) and 
direct$5 and point$l and position$l and (arrang$6 or 
assign$5) and determin$6 and object$l and display$l and 
operat$3 and mov$5 and fbrm$5) and rule$l 
((((((4357014, 4391444, 4462594, 4126851, 6110215, 
6227973, "6544125").pn.) and game$) and players) and 
direct$5 and point$l and position$l and (arrang$6 or 
assign$5) and determin$6 and object$l and display$l and 
operat$3 and mov$5 and form$5) and rule$l) and image$l 
(((((((4357014, 4391444, 4462594, 4126851, 6110215, 
6227973, "6544125").pn.) and game$) and players) and 
direct$5 and point$l and position$l and (arrang$6 or 
assign$5) and determin$6 and object$l and display$l and 
operat$3 and mov$5 and form$5) and rule$l) and image$l) 
and screen$l 

((((((((4357014, 4391444, 4462594, 4126851, 6110215, 
6227973, "6544125").pn.) and game$) and players) and 
direct$5 and point$l and position$l and (arrang$6 or 
assign$5) and determin$6 and object$l and display$l and 
operat$3 and mov$5 and form$5) and rule$l) and image$l) 
and screen$l) and simulat$3 

(((((((((4357014, 4391444, 4462594, 4126851, 6110215, 
6227973, "6544125").pn.) and game$) and players) and 
direct$5 and point$l and positional and (arrang$6 or 
assign$5) and determin$6 and object$l and display$l and 
operat$3 and mov$5 and form$5) and rule$l) and image$l) 
and screen$l) and simulat$3) and destination$l 
((((((((((4357014, 4391444, 4462594, 4126851, 6110215, 
6227973, "6544125").pn.) and game$) and players) and 
direct$5 and point$l and position$l and (arrang$6 or 
assign$5) and determin$6 and object$l and display$l and 
operat$3 and mov$5 and form$5) and rule$l) and image$l) 
and screen$l) and simulat$3) and destination$l) and mode 
(((((((((((4357014, 4391444, 4462594, 4126851, 6110215, 
6227973, "6544125").pn.) and game$) and players) and 
direct$5 and point$l and position$l and (arrang$6 or 
assign$5) and determin$6 and object$l and display$l and 
operat$3 and mov$5 and fbrm$5) and rule$l) and image$l) 
and screen$l) and simulat$3) and destination$l) and mode) 
and individual 
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2003/11/23 16:05 
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1 


(((((((((((4357014, 4391444, 4462594, 4126851, 6110215, 
6227973, "6544125").pn.) and game$) and players) and 

direct$5 and do in til and Dosition$l and farrana£6 or 
assign$5) and determin$6 and object$l and display$l and 
operat$3 and mov$5 and fbrm$5) and rule$l) and image$l) 
and screen$l) and simulat$3) and destination$l) and mode) 
and individual$l 


USPAT 


2003/11/23 16:08 


- 


1 


((((((((((((4357014, 4391444, 4462594, 4126851, 6110215, 
6227973, "6544125").pn.) and game$) and players) and 
direrHiS and nnint£l and oositionil and (arrano$6 or 
assign$5) and determin$6 and object$l and display$l and 
operat$3 and mov$5 and fbrm$5) and rule$l) and image$l) 
and screen$l) and simulat$3) and destination$l) and mode) 
and individuai$l) and area 


USPAT 


2003/11/23 16:08 


- 


1 


(((((((((((((4357014, 4391444, 4462594, 4126851, 
6110215, 6227973, "6544125").pn.) and game$) and 
players) and direct$5 and point$l and position$l and 
(arranntfi or assion45^ and determines and obiect$l and 

l Ul 1 Ul iMfv \J\ UMIUI IJt*J J UIIU UV#L\fl IlllllapU Ul IU WUIwUVf J. Ul IU 

display$l and operat$3 and mov$5 and form$5) and rule$l) 
and image$l) and screen$l) and simulat$3) and 
destination$l) and mode) and individual$l) and area) and 
rang$2 


USPAT 


2003/11/23 16:12 


- 


1 


((((((((((((((4357014, 4391444, 4462594, 4126851, 
6110215, 6227973, "6544125").pn.) and game$) and 
players) and direct$5 and point$l and position$l and 
(arrana$6 or assion£5^ and determin46 and obiectil and 

1 Ul 1 Ul vl UWIUI t^*J I UIIU U^iLU llllll*p\/ UIIU vUJ^vVf^ Ul IU 

display$l and operat$3 and mov$5 and fbrm$5) and rule$l) 
and image$l) and screen$l) and simulat$3) and 
destination$l) and mode) and individual$l) and area) and 
rang$2) and number$3 


USPAT 


2003/11/23 16:16 


- 


1 


((((((((((((((4357014, 4391444, 4462594, 4126851, 
6110215, 6227973, "6544125").pn.) and game$) and 
players) and direct$5 and point$l and position$l and 
farranfTfcfi or a^inn^ 1 ^ and determines and obiectil and 

l ul 1 ul lUf U \Jl Q93IUI iy*J J Ul IU UCl&l 1 1 III l<p \J Ul IU \J UJ L« L^J J- UIIU 

display$l and operat$3 and mov$5 and fbrm$5) and rule$l) 
and image$l) and screen$l) and simulat$3) and 
destination$l) and mode) and individual$l) and area) and 
rang$2) and count$3 


USPAT 


2003/11/23 16:16 




7 


(((((4357014 4391444 4462594 4126851 6110215 
6227973, "6544125").pn.) and game$) and players) and 
direct$5 and point$l and position$l and (arrang$6 or 
assign$5) and determin$6 and object$l and display$l and 
operat$3 and mov$5 and fbrm$5) and time 


USPAT 


2003/11/23 16-23 




u 


((((((4^57014 4"*Q1444 44fi?5Q4 4126851 6110715 

6227973, "6544125").pn.) and game$) and players) and 
direct$5 and point$l and position$l and (arrang$6 or 
assign$5) and determin$6 and object$l and display$l and 
operat$3 and mov$5 and fbrm$5) and time) and number 


USPAT 


2003/11/23 17 09 




-3 
J 


((((((4^57014 4^91444 4462594 4126851 6110215 

6227973, n 6544125").pn.) and game$) and players) and 
direct$5 and point$l and position$l and (arrang$6 or 
assign$5) and determin$6 and object$l and display$l and 
operat$3 and mov$5 and fbrm$5) and time) and count$3 


USPAT 


2003/11/23 16 26 




3 


(((((((4357014, 4391444, 4462594, 4126851, 6110215, 

fi9"57Q7^ "fi^441 nn ^ anH nampfc^ anH nlax/Pr*^ anH 

ozz/y/j, dd'ttizd j.pn.) ana gamcf j anu piaycn>j ana 

Hirpr+<fcR anH nrtint"<fc1 anH nrkciHnn<fc1 anH farrann<fcfi or 
uircLupj diiu pumupi aiiu |JUaiuuii.pi diiu ^diidiiy.pu ur 

accinn<fcR^ anH Hpt"Prmin<fcfi anH nhipffrfcl and Hicnlav£1 anrl 
dsoiyi i<p>J J ai iu uclci 1 1 in 13*0 ui iu uujCv>ty± cii iu u lop ia y ^> j. at IU 

rtnoraHt^ anH mnv/t^ anH frtrmd; 1 ^ anH ^imo^ anH fminHt*^ 
UpcidUpJ dllU IFlUV.p3 dltU \\Jill\^D J dllU IIIIICJ dMU LUUNUpOJ 

and numher 

ul IU I1UIIIL/CI 


USPAT 


2003/11/23 16:26 




11 


4391444.uref. 


USPAT 


2003/11/23 16:56 




3 


4391444. uref. and (crowd$l or group$l) 


USPAT 


2003/11/23 16:56 




0 


439144.uref. 


USPAT 


2003/11/23 17:09 




18 


"4357014" 


USPAT 


2003/11/23 19:35 



Search History 11/23/03 10:02:30 PM Page 6 



C:\APPS\EAST\Workspaces\09881275.wsp 





2 


"4357014" and 4391444 uref 


USPAT 


2003/11/23 17-24 




i 


("4357014" and 4391444 uref ^ and direct$5 and DOintil 

^ ijj/un aim ~ jjii TiiUi t;i • j aiiu uu ^i*!^?^ aiiu i x 

and nnciHnn4;1 and (arranntfi nr accinn^'-n and riptprmin?fc6 

ul IU |JU3IUUII^>X ul IU ^ul 1 ul lU^U Ul uDOIU,l *Jp>J ) ul IU UtLtd 1 1 III l>pu 

and nhiprt-fc! and diQnla\/<fc1 and nnpraH;3 and mov4»5 and 
ui iu uujcv*l^>x cii iu uiopiayf x aiiu upciaif j aiiu inuv.p>j uiiu 

finrnrfcR and frirrrfc^ 

IUIIII3>J ul IU UIII^>.J 


USPAT 


2003/11/23 17-24 




0 


4357014.uref 


USPAT 


2003/11/23 19:35 


- 


16 


4357014.uref. 


USPAT 


2003/11/23 19:37 




11 


4391444.uref. 


USPAT 


2003/11/23 19:37 




25 


4357014 uref or 4391444 uref 


USPAT 


2003/11/23 19*36 




7 


f 4^701 4 nrpf nr 4*391444 urpf ^ and dirprftR and nninr-$1 
i™jj/un.uici. ui ~jj x~~~.ui ci . j ai iu uiic<i.l^>>j uiiu uuuii^px 

7kx\(\ nnQifinn<fc 1 and (arrann-tfi nr aQQinn-t 1 -^ and dptprmin<fcfi 

OIIU UuO)LIUII^>X ul IU \OI 1 ul l^yU Ul l^t<J J ul IU UGld 1 1 III I^U 

and object$l and display$l and operat$3 and mov$5 and 

frjrm < fc5 and t"imt3 

IUI 1 1 l<f><_/ ul IU III 1 i-y*J 


USPAT 


2003/11/23 19-37 

tUUJ/ ll/LJ 17 ( J/ 


- 


17 


4357014.uref. or 4357014.pn. 


USPAT 


2003/11/23 19:37 




1 1 


47Q1444 nrpf or 4391444 nn 

IJJlTTTiUICIi Ul 1 JJ1 1 1 1 1. 


USPAT 


2003/11/23 19-38 

£.V/UJ/ X X/ ditj ly ■ JU 




27 


(4357014.uref. or 4357014.pn.) or (4391444.uref. or 
4391444.pn.) 


USPAT 


2003/11/23 20:03 


- 


4 


((4357014.uref. or 4357014.pn.) or (4391444.uref. or 
4391444.pn.)) and circle 


USPAT 


2003/11/23 19:42 




2 


(((4357014 uref or 4357014 Dn ) or (4391444 uref or 

l l l 1 J J / wlTiUI V*l • Ul 1 J J / UJl 1 ,UI 1 « J \Jl 1 1 J^i 1 1 I • Ul ■ Ul 

4391444.pn.)) and circle) and direct$5 and point$l and 
position$l and (arrang$6 or assign$5) and determin$6 and 
object$l and display$l and operat$3 and mov$5 and 
finrmtS and fim*fc3 

i\Jll\l^ftJ ul IU III 1 1>Y U 


USPAT 


2003/11/23 19-47 




9 


((4357014.uref. or 4357014,pn.) or (4391444.uref. or 
4391444.pn.)) and direct$5 and point$l and position$l and 
(arrang$6 or assign$5) and determin$6 and object$l and 
display$l and operat$3 and mov$5 and form$5 and tim$3 


USPAT 


2003/11/23 20:11 




6 


((( 4357014 uref or 4357014 Dn \ or (4391444 uref or 

UJ / UlliUI tl • Ul 1 *J*J / Vl 1 • Ul 1 • J Ul ^ iJJl 1 1 liUI t»l ■ Wl 

4391444. pn.)) and direct$5 and point$l and position$l and 
(arrang$6 or assign$5) and determin$6 and object$l and 
display$l and operat$3 and mov$5 and form$5 and tim$3) 
and circ$4 


USPAT 


2003/11/23 19*55 




6 


((((4357014 uref or 4357014 Dn ^ or (4391444 uref or 
4391444.pn.)) and direct$5 and point$l and position$l and 
(arrang$6 or assign$5) and determin$6 and object$l and 
display$l and operat$3 and mov$5 and form$5 and tim$3) 
and circ$4) and even$2 


USPAT 


2003/11/23 20-01 




4 


(((((4357014 uref or 4357014 on 1 or (4391444 uref or 

Ulll^JJ / Vl liUI vl 1 Ul 7JJ / ul 9 • Ul 1 • J Ul I iJJl 1 1 liUI v^l ■ Ul 

4391444.pn.)) and direct$5 and point$l and position$l and 
(arranotfi or assian£5^ and determines and obiect$l and 
disptay$l and operat$3 and mov$5 and fbrm$5 and tim$3) 
and circ$4) and even$2) and spac$3 


USPAT 


2003/11/23 19-56 


- 


7 


((4357014.uref. or 4357014.pn.) or (4391444.uref. or 
4391444 Dn ^ and (circle or circular^ 


USPAT 


2003/11/23 20:03 




21790 


direct$5 and point$l and position$l and (arrang$6 or 
assign$5) and determin$6 and object$l and display$l and 
operat$3 and mov$5 and form$5 and tim$3 and (circle or 

rirrula^ 

Im 11 LUIQI J 


USPAT 


2003/11/23 20:50 




4126 


(direct$5 and point$l and position$l and (arrang$6 or 
assign$5) and determin$6 and object$l and display$l and 
operat$3 and mov$5 and form$5 and tim$3 and (circle or 

rirnilar^ And nam<fc3 

Ul l*Ulul JJ ul IU u,ul 1 l^><J 


USPAT 


2003/11/23 20:12 


- 


143 


((direct$5 and point$l and position$l and (arrang$6 or 
assign$5) and determin$6 and object$l and display$l and 

nnpratt3 and mnvt's and finrm^S and tim^ and (rirrlp nr 

U^JCI uL^>J ul IU II1UV^>*J ul IU IUIIII^><J CII IU Ul 1 l^>*J ul IU ^"Cll l*lv^ Ul 

circular)) and gam$3) and crowd$3 


USPAT 


2003/11/23 20:12 


- 


60989 


direct$5 and point$l and position$l and (arrang$6 or 
assioniS^ and determines and obiectil and disDlav$l and 

U«Js)IUI l^f*m/ J Ul IU U^UU 1 1 III lipU Ul IU UL/|W\<1^ X Ul IU UUUIUTiyi Ul IU 

operat$3 and mov$5 and fbrm$5 and tim$3 


USPAT 


2003/11/23 21:49 




9952 


(direct$5 and point$l and position$l and (arrang$6 or 
assign$5) and determin$6 and object$l and display$l and 
operat$3 and mov$5 and form$5 and tim$3) and qam$3 


USPAT 


2003/11/23 21:50 
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4126 


((direct$5 and point$l and position$l and (arrang$6 or 
assign$5) and determin$6 and object$l and display$l and 
operat$3 and mov$5 and fbrm$5 and tim$3) and gam$3) 

anH frirrlp nr rirnilar^ 


USPAT 


2003/11/23 20:52 




4589 


((direct$5 and point$l and position$l and (arrang$6 or 
assign$5) and determin$6 and object$l and display$l and 
operat$3 and mov$5 and form$5 and tim$3) and gam$3) 
ana raui^o 


USPAT 


2003/11/23 20:53 


- 


3 


((direct$5 and point$l and position$l and (arrang$6 or 
assign$5) and determin$6 and object$l and display$l and 
operat$3 and mov$5 and fbrm$5 and tim$3) and gam$3) 

anH Hiamfor 

ana QlaiTucr 


USPAT 


2003/11/23 20:57 


- 


3020 


((direct$5 and point$l and position$l and (arrang$6 or 
assign$5) and determin$6 and object$l and display$l and 
operat$3 and mov$5 and fbrm$5 and tim$3) and gam$3) 

anH H iamot'or 

ana uiamct.cr 


USPAT 


2003/11/23 20:57 




1955 


((direct$5 and point$l and position$l and (arrang$6 or 
assign$5) and determin$6 and object$l and display$l and 
operat$3 and mov$5 and form$5 and tim$3) and gam$3) 

anH Hiamo1*or anH raH i<fc^ 
dl IU UldlllClci aliu fdUl.p<j 


USPAT 


2003/11/23 20:58 




1353 


(((direct$5 and point$l and position$l and (arrang$6 or 
assign$5) and determin$6 and object$l and display$l and 
operat$3 and mov$5 and form$5 and tim$3) and gam$3) 

anH Hiamotar anH raHi<fc^^ anH (c\rc\& nr rirfiilar^ 
dllU UldlllClci dMU ldUl.pOj dllU ^LIIL.IC UI L.lil*Uldl J 


USPAT 


2003/11/23 20:58 




52 


((((direct$5 and point$l and position$l and (arrang$6 or 
assign$5) and determin$6 and object$l and display$l and 
operat$3 and mov$5 and form$5 and tim$3) and gam$3) 
and diameter and radi$3) and (circle or circular)) and crowd 


USPAT 


2003/11/23 21:49 




DZ 


[ ( l ( r\\ rcj/~t"<t ^ anH nninr<fc1 anH nnci^inn<t1 anH f arrannt A nr 

^m^uirecupD ana puinupi aiiu pusiuun.pi ana ^arrangipo or 
assign$5) and determin$6 and object$l and display$l and 
operat$3 and mov$5 and form$5 and tim$3) and gam$3) 
and diameter and radi$3) and (circle or circular)) and 
crowds 


l ISPAT 






fiQft 

030 


( ( ( ( (\\r(*ct$^ anH nninH;1 anH nnciHnn*fc1 anH /arrann<fcfi nr 
^\\^un cut^>J dl iu uuiiil^>i ai iu uuoiuuii^ii ai iu ^di i ai iy^>u ui 

assign$5) and determin$6 and object$l and display$l and 
operat$3 and mov$5 and form$5 and tim$3) and gam$3) 
and diameter and radi$3) and (circle or circular)) and 
group$3 


USPAT 

UJrn 1 


2003/11/23 21'05 

LUV/J/ 11/lJ ^IiUJ 




2ftft 

£.0\J 


( { ( ( ( Hirpr+<fc^ anH nnint"<t1 anH nnciHnnil anH /arrann<fcfi nr 
vvvVA'""' ci-Upj diiu uuiiiupi di iu uuoiuuii.pl di iu \diidiiy.pu ui 

assign $5) and determin$6 and object$l and display$l and 
operat$3 and mov$5 and form$5 and tim$3) and gam$3) 
and diameter and radi$3) and (circle or circular)) and 
group$3) and rule$l 


1 IS PAT 

UJrn I 


2003/1 1 /23 21 -si 

^UUJ/11/LJ ^1 ( J1 




73n 


( ( ( ( ( (Wr&ctt^ anH nninH;1 anH nncitinntl anH farrann<fcfi nr 

CLlf J dl IU JJUI1 IL^>1 dl IU |JU3IUUII^>1 dl IU ^ul 1 ul lU^VJ UI 

assign$5) and determin$6 and object$l and display$l and 
operat$3 and mov$5 and form$5 and tim$3) and gam$3) 
and diameter and radi$3) and (circle or circular)) and 
group$3) and image$l 


USPAT 

UJrn 1 


2003/11/23 21*06 






( ( ( ( f Hiror+<fcR anH nninHfcl anH nncirinn<fc1 anH ( arranntfi nr 
^^^\uirc(-upj di iu uuiuupi di iu uubiuun.pl di iu idrrdiiu^o ur 

assign$5) and determin$6 and object$l and display$l and 
operat$3 and mov$5 and form$5 and tim$3) and gam$3) 
and diameter and radi$3) and (circle or circular)) and 
group$3) and screen$l 


1 IS PAT 

UJrn 1 


2003/1 1 /23 21 -S1 




Zlrt 


( ( ( ( ( Hiror+<t^ anH nninHfcl anH nnciHnn<fc1 anH ( arranntfi nr 

^^^uircLUpj diiu jjuiiiupi aiiu pubiuuii.pi diiu ^drraiiy^po ur 
assign$5) and determin$6 and object$l and display$l and 
operat$3 and mov$5 and form$5 and tim$3) and gam$3) 
and diameter and radi$3) and (circle or circular)) and 
qroup$3) and screen$l and imaqe$l and rule$l 


1 I^PAT 
UOrn 1 


2003/1 1 /23 21 *n7 



Search History 11/23/03 10:02:30 PM Page 8 
C:\APPS\EAST\Workspaces\09881275.wsp 



Google Search: game crowd virtual move 



http://www.google.corr/search^ 




• i: Advanced Search Preferences Language Tools Search Tips 




V: game crowd virtual move 



v^r^^m^^^-xi Google Search 




Game & Related Items Find it on bBavf l f 
-*TOW4%Bay,cor£ . Toys - Action Figures -.Cars & Trains - Dolls &.More . 



heraldsun.com: Duke notes: Crowd issues at Wallace Wade 

... Coach: Carl Franks Schedule Roster Wallace Wade Virtual Tour. Duke notes: Crowd issues 

at Wallace Wade. ... Duke, already playing its fourth home game, will have to ... 

vwwleraidsunxotT3/spo;^/duke/39-395830.htm! - 29k - Cached. - SjML^BS^SS 



Virtual Pro Wrestling Game Codes 

Virtual Pro Wrestling. ... Submitted by - John Higgins. Gifts from the Crowd. ... Go to 
League Challenge, choose WCW and play the game until you get to Dallas Page. ... 

codes.ign.com/ob2/088/009/009778. htm! SMliSLS^&s 



Virtual Worlds 

... who visit your house, the more Simoleans (game currency) you ... to spend real money 
for a virtual hoverboard, but ... items designed by a growing crowd of developers ... 

www.pcmag.com/pnnt..aft;c3e/0,3048 i a"1G8534 ? 00.asp - 18k - Cached. - Siniilar.s.ages 



Virtual Pro Wrestling Cheats & Codes - Nintendo 64 

... Gifts from the Crowd (Virtual Pro Wrestling Cheats, Codes ) ... Be sure to save your game 
from the option menu. ... Special Moves (Virtual Pro Wrestling Cheats, Codes ... 

www.askcheats.com/N64/ Viftual-PiX>-Wrestfing-Che3ts-Codes.html - 13k - Cached - Similar pages 



VIRTUAL STADIUM BASEBALL 

... Allright now let's talk about VSB(Virtual Stadium Baseball ... very impressive it looks 
a lot like Foes of Ali crowd. ... wise thing I hate most about the game is when ... 

ryan60121ripod,com/review/id40.html - 30k - Cached - Smiiro^flSS 



Video Game Classifieds, Auctions, Forums, Reviews Shopping and v . 
... The animations are even more brutal than Virtual Pro Wrestling ... other wrestling game 
can match this game visually ... And the crowd is also awesome, they will react ... 

mvw.vkjeGgameciassifieds.com/ showreview.php?ReviewiD-28 - 15k - Cached - Sioiii^LMO^ 



Virtual fandoms; futurescapes of football 

VIRTUAL FANDOMS; FUTURESCAPES OF FOOTBALL - John Bale, previous The 
'Problem ... of alcohol. A vast crowd attending the game. It was ... 

www.efdeportes.com/efd lO/jbaicLhtm • 21k- Cached - SjmHgr pages 



Florida law 

... and there was some brawling in the crowd but isn ... library is constructing a digital 
era virtual library bit ... With the opening group game, needed to beat Belarus ... 

fresh-blood. wasateenagew^ - 12k - Cschgd - SiniL§LfiSae§ 



Virtual Pro Wrestling 64 - Nintendo 64 

Virtual Pro Wrestling 64. ... Gifts from the Crowd from gooch@DHOL.com To pull things 
out of the ... Page Go to League Challenge, choose WCW and play the game until you ... 



1 of 2 



11/23/03 1:49 PM 



Google Search: game crowd virtual move 




http://www. google, co m / search?hl^n&ie=T^rre^ 



vAvw.geocities.com/TirnesSquare/Arcade/ 9516;V:rtuaLpro_wrestling_64.htmi » 10k •■ Cached - S]milM.JBS9es 

Virtual On Marz Review for PlayStation 2 at GameSpot 

... make it look like a pumped-up Model 3 game. ... most at home when catering to the arcade 

crowd, creates a ... designs will feel trite, and the whole Virtual On Marz ... 

ww.gamespotcom^ - 40k - Cgcbeci - SjMi3X.S.3a§S 



Result Page: 
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Google Search: game crowd virtual move destirationpoin^irectionixisto 



air^pjei 



iiAdvanced Search Preferences Language Tools Search Tips 
^^li^^li game crowd virtual move destination point direction position 

a^-'' 

Google Search 




[pdf] Better Group Behaviors using Rule-Based Roadmaps 
File Format: PDF/Adobe Acrobat - View as HTML 

... range the next subgoal becomes the steering direction for the ... (a) flock is facing 
a split point, (b) since two ... with each other as they try to move through the ... 

robotics.s1aiTford.edu/--iatombe/cs326/2003/class9/flockLn MXIIIS.C.CS9g§ 

rPDFi CURIOUS AGENTS AND SITUATED DESIGN EVALUATIONS 1 . 
Introduction 

rile Format: PDF/Adobe Acrobat - View as HTML 

... modelling, raytracing, radiosity and virtual reality have ... the applications of flocking 
in game environments often ... and older pedestrians within the same crowd. ... 

www.aror^sux>du.auHohn/pubiications/ 2Q02/G28aundersGeroWAID.pdf - Sio^ML^es 



Sponsored Links 
j: Pest faatiori i&a p ; f 



here... 



[pdf] Play! : An Exploration of Game Music 

File Forrrsat: PDF/Adobe Acrobat - View as HTML 

... of travelling through and interacting with the virtual environment. ... there enters the 
sound of a crowd cheering ... The Toys on the Game Board somewhat resemble busy ... 

eamusic.dartmouth.eduHonathan/piay/thesis.pdf - SimHac.l^S^§ 



PETER ANDERS (USA) 

... {3} Many MUDs operate as game-playing environments ... {14} "Cybereal architecture" 
here refers to virtual objects within ... 4. Crowd of abstract avatars in a setting ... 

\AA^ie!ei : or3tca.es/l'at/e3nders.hirn[ - 46k - Cached - S|m]L3LaS2§S 



rpDR Conformance Checking by Capturing and Simulating Human Behaviour ... 
Fite Format: PDF/Adobe Acrobat - View as HTML 

... reason for their existence is the game-play, not ... is that the maximal density of a 
crowd is determined ... A potential problem arises when virtual persons walk back ... 
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21 Multimodal human discourse: gesture and speech 

HI Francis Quek , David McNeill , Robert Bryll , Susan Duncan , Xin-Feng Ma , Cemil Kirbas , 
Karl E. McCullough , Rashid Ansari 

ACM Transactions on Computer-Human Interaction (TOCHI) September 2002 
Volume 9 Issue 3 

Gesture and speech combine to form a rich basis for human conversational interaction. To 
exploit these modalities in HO, we need to understand the interplay between them and the way 
in which they support communication. We propose a framework for the gesture research done 
to date, and present our work on the cross-modal cues for discourse segmentation in free-form 
gesticulation accompanying speech in natural conversation as a new paradigm for such 
multimodal interaction. The basis for this integ ... 



77% 



22 Wolves and cubism: Leashing the Alpha Wolves: mixing user dkectionwithauton^ 
III emotion in a pack of semi-autonomous virtual characters 

Bill Tomlinson , Marc Downie , Matt Berlin , Jesse Gray , Derek Lyons , Jennie Cochran , 

Bruce Blumberg 

Proceedings of the 2002 ACM SIGGRAPH/Eurographics symposium on Computer 
animation July 2002 

We present a system in which computer-graphical virtual characters may be controlled by a 
user and also remain "in character." The system allows the user to have high-level control over 
the actions of a character, while the emotional state of the character is autonomously 
maintained by the computer. We show how this system functioned as part of the AlphaWolf 
installation, presented in the Emerging Technologies program at SIGGRAPH 2001. Results 
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23 Session 1 A: agent oriented software e ng ineerin g : Multiagent systems specification by UML 
statecharts aiming at intelligent manufacturing 
Toshiaki Arai , Frieder Stolzenburg 

Proceedings of the first international joint conference on Autonomous agents and 
multiagent systems: part 1 July 2002 

Multiagent systems are a promising new paradigm in computing, which are contributing to 
various fields. Many theories and technologies have been developed in order to design and 
specify multiagent systems, however, no standard procedure is used at present. Industrial 
applications often have a complex structure and need plenty of working resources. They 
require a standard specification method as well As the standard method to design and specify 
software systems, we believe that one of the key wo ... 



24 Columns: Risks to the public in c omp ut ers and related sys tems 
Peter G. Neumann 

ACM SIGSOFT Software Engineering Notes March 2002 
Volume 27 Issue 2 



2 5 Colum ns: Risks to the public in compute r s and rel at ed s ystems 
III Peter G. Neumann 

ACM SIGSOFT Software Engineering Notes January 2001 

Volume 26 Issue 1 



26 3D agent-b ased v irtual communit ies 

p|j Zhisheng Huang , Anton Eliens , Cees Visser 

Proceeding of the seventh international conference on 3D Web technology February 2002 
In this paper we propose an approach to 3D agent-based virtual communities in which 
autonomous agents are participants in VRML-based virtual worlds to enhance the interaction 
with users or serve as intelligent navigation assistants. In addition, an agent communication 
language (ACL) is designed as a high-level communication facility, in particular for the 
realization of shared objects in virtual communities. As a typical example of 3D agent-based 
virtual communities, a VRML-based multi-user socc . . . 



27 2a— Rhetoric and Hypertext: Hypertext structure as the event of connection 
Q| Adrian Miles 

Proceedings of the twelfth ACM conference on Hypertext and Hypermedia September 
2001 

This paper proposes that within the practice of writing small scale, local hypertext, critical 
questions of relevance to all hypertext researchers are foregrounded, in particular problems of 
excess, context, and teleological interpretation. 



28 Pitfalls and safeguards in real-time digital systems with emphasis on programming 77 % 
W. A. Hosier 

Proceedings of the 9th international conference on Software Engineering March 1987 
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Real-time digital systems are largely a technical innovation of the past decade, but they appear 
destined to become more wide spread in the future. They monitor or control a real physical 
environment, such as an air-traffic situation, as distinguished from simulating that environment 
on an arbitrary time scale. The complexity and rapid variation of such an environment 
necessitates use of a fast and versatile central-control device, a role well suited to digital 
computers. The usual system w ... 



29 Attacking the process migration bottleneck 
IP E. Zayas 

ACM SIGOPS Operating Systems Review , Proceedings of the eleventh ACM 
Symposium on Operating systems principles November 1987 
Volume 21 Issue 5 

Moving the contents of a large virtual address space stands out as the bottleneck in process 
migration, dominating all other costs and growing with the size of the program. 
Copy-on-reference shipment is shown to successfully attack this problem in the Accent 
distributed computing environment. Logical memory transfers at migration time with individual 
on-demand page fetches during remote execution allows relocations to occur up to one 
thousand times faster than with standard ... 



30 Evaluatin g de s ign al ter natives for relia ble communi cation on high-speed networks 

III Raoul A. F. Bhoedjang , Kees Verstoep , Tim Riihl , Henri E. Bal , Rutger F. H. Hofman 

Proceedings of the ninth international conference on Architectural support for 

programming languages and operating systems November 2000 

Volume 28 , 34 Issue 5 , 5 

We systematically evaluate the performance of five implementations of a single, user-level 
communication interface. Each implementation makes different architectural assumptions about 
the reliability of the network hardware and the capabilities of the network interface. The 
implementations differ accordingly in their division of protocol tasks between host software, 
network-interface firmware, and network hardware. Using microbenchmarks, 
parallel-programming systems, and parallel applications, w ... 



3 1 High-cost CFD on a low- cost cluster 

p|j- Thomas Hauser , Timothy I. Mattox , Raymond P. LeBeau , Henry G. Dietz , P. George 
Huang 

Proceedings of the 2000 ACM/IEEE conference on Supercomputing (CDROM) 

November 2000 

Direct numerical simulation of the Navier-Stokes equations (DNS) is an important technique 
for the future of computational fluid dynamics (CFD) in engineering applications. However, 
DNS requires massive computing resources. This paper presents a new approach for 
implementing high-cost DNS CFD using low-cost cluster hardware. After describing the DNS 
CFD code DNSTool, the paper focuses on the techniques and tools that we have developed to 
customize the performance of a cluster ... 



3 2 Evaluatin g design alternat ive s for reliable communication on high-sp eed networks 
III Raoul A. F. Bhoedjang , Kees Verstoep , Tim R'hl , Henri E. Bal , Rutger F. H. Hofman 
: ACM SIGPLAN Notices November 2000 
Volume 35 Issue 11 

We systematically evaluate the performance of five implementations of a single, user-level 
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communication interface. Each implementation makes different architectural assumptions about 
the reliability of the network hardware and the capabilities of the network interface. The 
implementations differ accordingly in their division of protocol tasks between host software, 
network-interface firmware, and network hardware. Using microbenchmarks, 
parallel-programming systems, and parallel applications, w ... 

33 Interactive Editing Systems: Part II 77% 
Norman Meyrowitz , Andries van Dam 
ACM Computing Surveys (CSUR) September 1982 
Volume 14 Issue 3 

34 . Data Security 77% 
Dorothy E. Denning , Peter J. Denning 
ACM Computing Surveys (CSUR) September 1979 
Volume 1 1 Issue 3 

35 Pro^^migration 770/0 
ACM Computing Surveys (CSUR) September 2000 
Volume 32 Issue 3 

Process migration is the act of transferring a process between two machines. It enables 
dynamic load distribution, fault resilience, eased system administration, and data access 
locality. Despite these goals and ongoing research efforts, migration has not achieved 
widespread use. With the increasing deployment of distributed systems in general, and 
distributed operating systems in particular, process migration is again receiving more attention 
in both research and product development. As hi ... 

36 Computer Communication Networks: Approaches, Objectives, and Performance 77 % 
Considerations 

Stephen R. Kimbleton , G. Michael Schneider 
ACM Computing Surveys (CSUR) September 1975 
Volume 7 Issue 3 

37 Systems, interactions, and macrotheory 770/0 
Philip Barnard , Jon May , David Duke , David Duce 

ACM Transactions on Computer-Human Interaction (TOCHI) June 2000 
Volume 7 Issue 2 

A significant proportion of early HCI research was guided by one very clear vision: that the 
existing theory base in psychology and cognitive science could be developed to yield 
engineering tools for use in the interdisciplinary context of HCI design. While interface 
technologies and heuristic methods for behavioral evaluation have rapidly advanced in both 
capability and breadth of application, progress toward deeper theory has been modest, and 
some now believe it to be unnecessary. A case ... 

38 Video textures 77 % 
Arno Schodl , Richard Szeliski , David H. Salesin , Irfan Essa 

Proceedings of the 27th annual conference on Computer graphics and interactive 
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techniques July 2000 

This paper introduces a new type of medium, called a video texture, which has qualities 
somewhere between those of a photograph and a video. A video texture provides a continuous 
infinitely varying stream of images. While the individual frames of a video texture may be 
repeated from time to time, the video sequence as a whole is never repeated exactly. Video 
textures can be used in place of digital photos to infuse a static image with dynamic qualities 
and explicit actions. ... 



39 D ynamically altering agent beh aviors using natural langua ge instructions 
H| Rama Bindiganavale , William Schuler , Jan M. Allbeck , Norman I. Badler , Aravind K. Joshi , 
Martha Palmer 

Proceedings of the fourth international conference on Autonomous agents June 2000 



40 DigitaLviH 77% 
H| Hal Berghel 

Communications of the ACM May 2000 

Volume 43 Issue 5 
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41 Y2K and APL—an overview 
III Clement Kent 

ACM SIGAPL APL Quote Quad September 1998 

Volume 29 Issue 1 
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42 Building reliable, high-performance communication systems from components 
H| Xiaoming Liu , Christoph Kreitz , Robbert van Renesse , Jason Hickey , Mark Hayden , 
Kenneth Birman , Robert Constable 

ACM SIGOPS Operating Systems Review , Proceedings of the seventeenth ACM 
symposium on Operating systems principles December 1999 
Volume 33 Issue 5 

Although building systems from components has attractions, this approach also has problems. 
Can we be sure that a certain configuration of components is correct? Can it perform as well as 
a monolithic system? Our paper answers these questions for the Ensemble communication 
architecture by showing how, with help of the Nuprl formal system, configurations may be 
checked against specifications, and how optimized code can be synthesized from these 
configurations. The performance results show that we ... 



43 Strategic directions in simulation research (panel) 

Q| Ernest H. Page , David M. Nicol , Osman Balci , Richard M. Fujimoto , Paul A. Fishwick , 
Pierre L'Ecuyer , Roger Smith 

Proceedings of the 31st conference on Winter simulation: Simulation — a bridge to the 
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44 The designer's perspective to atomic noncooperative networks 770/0 
Lavy Libman , Ariel Orda 

IEEE/ACM Transactions on Networking (TON) December 1999 
Volume 7 Issue 6 

45 Coping with inconsistency due to network delays in collaborative virtual environments 77 % 
Ivan Vaghi , Chris Greenhalgh , Steve Benford 

Proceedings of the ACM symposium on Virtual reality software and technology 

December 1999 

Collaborative Virtual Environments (CVEs) are shared virtual spaces designed to enhance 
collaboration between the - usually remote - participants. The deployment of Collaborative 
Virtual Environments over wide area networks increases typical network delays, potentially 
breaking the consistency between the replicated versions of an environment at the participants' 
sites. This paper presents our qualitative observations of an experiment involving two players 
engaged in a virtual ball ... 

46 Runtime dynamics in collaborative systems 77 % 
IP Du Li , Richard R. Muntz 

Proceedings of the international ACM SIGGROUP conference on Supporting group 
work November 1999 

The importance of supporting flexible roles and dynamic policies has long been recognized in 
the CSCW (Computer-Supported Cooperative Work) literature but unfortunately never with a 
systematic solution. This paper proposes a taxonomy of runtime dynamics in collaborative 
systems in general and discusses our solution in the COCA framework. Firstly, individual 
participants can take roles, drop roles, and switch between roles as a collaboration runs, 
Secondly, a role can be transferred from one ... 

47 Supporting cooperation across shared virtual environments 77 % 
Monika Busher , John Hughes , Jonathan Trevor , Tom Rodden , Jon O'Brien 
Proceedings of the international ACM SIGGROUP conference on Supporting group 
work November 1999 

As cooperative virtual environments have become more prominent as a means of allowing 
users to work together so has the need for users to understand the nature of these 
environments. This paper presents the development of a set of techniques to allow users to 
understand the properties of virtual environments as they move between different 
environments. The development of these techniques is informed by an ethnographic study of a 
multimedia art museum containing a wide range of different vir ... 

48 Collaborati 770/0 
Zsolt Szalavari , Erik Eckstein , Michael Gervautz 

Proceedings of the ACM symposium on Virtual reality software and technology 1998 

November 1998 

49 Supporting the restructuring of data abstractions thr ou gh manipulation of a program 77 % 
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visualization 

Robert W. Bowdidge , William G. Griswold 

ACM Transactions on Software Engineering and Methodology (TOSEM) April 1998 
Volume 7 Issue 2 

With a meaning-preserving restructuring tool, a software engineer can change a program's 
structure to ease future modifications. However, deciding how to restructure the program 
requires a global understanding of the program's structure, which cannot be derived easily by 
directly inspecting the source code. We describe a manipulable program 
visualization—the star diagram—that supports the restructuring task of 
encapsulating a global data structure. The star diag ... 

50 Software process modeling and execution within virtual environments 770/0 
John C. Doppke , Dennis Heimbigner , Alexander L. Wolf 

ACM Transactions on Software Engineering and Methodology (TOSEM) January 1998 
Volume 7 Issue 1 

In the past, multiuser virtual environments have been developed as venues for entertainment 
and social interaction. Recent research focuses instead on their utility in carrying out work in 
the real world. This research has identified the importance of a mapping between the real and 
the virtual that permits the representation of real tasks in the virtual environment. We 
investigate the use of virtual environments—in particular, MUDs (Multi-User 
Dimensions)—in the domain of softwa ... 

51 Limited vision: the teclmo-political war to control the future of digital mass media 770/0 
|H Craig Birkmaier 

netWorker August 1997 
Volume 1 Issue 2 

52 YSPLUS: A high-level multi-user extension library for interactive 'VRML worlds 770/0 
|H Yoshiaki Araki , Sony Music Entertainment (Japan) Inc. 

Proceedings of the third symposium on Virtual reality modeling language February 1998 

53 Virtual path bandwidth allocation in multiuser networks 770/0 
Aurel A. Lazar , Ariel Orda , Dimitrios E. Pendarakis 
IEEE/ ACM Transactions on Networking (TON) December 1997 

Volume 5 Issue 6 

54 Programming lan guages for mobile code 770/0 
III Tommy Thorn 

ACM Computing Surveys (CSUR) September 1997 
Volume 29 Issue 3 

Sun's announcement of the programming language Java more that anything popularized the 
notion of mobile code, that is, programs traveling on a heterogeneous network and 
automatically executing upon arrival at the destination. We describe several classes of mobile 
code and extract their common characteristics, where security proves to be one of the major 
concerns. With these characteristics as reference points, we examine six representative 
languages proposed for mobile code. The conclusion ... 
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55 Work-preserving emulations of fixed-connection networks 770/0 
Richard R. Koch , F. T. Leighton , Bruce M. Maggs , Satish B. Rao , Arnold L. Rosenberg , 
Eric J. Schwabe 

Journal of the ACM (JACM) January 1997 
Volume 44 Issue 1 

56 The out of box experience: lessons learned creating compelling VRML, 2.0 content. 770/0 
Sam Chen , Rob Myers , Rick Pasetto 

Proceedings of the second symposium on Virtual reality modeling language February 
1997 

57 Software visualization for debugging 770/0 
!H Ron Baecker , Chris DiGiano , Aaron Marcus 

Communications of the ACM April 1997 
Volume 40 Issue 4 

58 Hypertextual dynamics in a life set for two 770/0 
H| Robert Kendall 

Proceedings of the the seventh ACM conference on Hypertext March 1996 

59 Development of dialogue systems for a mobility aid for blind people: initial, design and usability 770/0 
If}; testing 

Thomas Strothotte , Steffi Fritz , Rainer Michel , Andreas Raab , Helen Petrie , Valerie 
Johnson , Lars Reichert , Axel Schalt 

Proceedings of the second annual ACM conference on Assistive technologies April 1996 

60 Fair-efficient call admission control policies for broadband neiworks—a game theoretic 77 % 
III faO!(£work 

Zbigniew Dziong , Lome G. Mason 

EEEE/ACM Transactions on Networking (TON) February 1996 
Volume 4 Issue 1 
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